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VIDEO GAME PROCESSING APPARATUS, A 
METHOD AND A COMPUTER PROGRAM 
PRODUCT FOR PROCESSING A VIDEO 

GAME 

CROSS-REFERENCE TO RELATED 
APPLICATION 

[0001] The present disclosure relates to subject matter 
contained in Japanese Patent Application No. 2006-126600, 
?led on Apr. 28, 2006, the disclosure of Which is expressly 
incorporated herein by reference in its entirety. 

BACKGROUND OF THE INVENTION 

[0002] 1. Field of the Invention 
[0003] The present invention relates to a technique for 
controlling progress of a video game by displaying a player 
character on an image display screen of an image display 
apparatus, and by controlling an action of the characters 
displayed on the image display screen in response to opera 
tion(s) by a player. 
[0004] 2. Description of the Related Art 
[0005] Heretofore, various kinds of so-called role playing 
games (RPG; that is, a game in Which a player plays a role 
of a character in a World of the game, and accomplishes a 
predetermined object While enjoying a process that the 
character groWs through various experiences) have been 
provided. 
[0006] Part of the appeal of a RPG is generally a scene in 
Which a player character acting in response to operations by 
the player executes a battle against an enemy character 
thWar‘ting accomplishment of a predetermined object in the 
RPG. HoWever, in a conventional battle scene, actions of the 
player character and the enemy character are alternately 
executed one by one. For this reason, realism (realistic 
sensation) of an action scene (in particular, a battle scene) 
Was loW. 

[0007] On the other hand, Japanese Patent Application 
Publication No. 6-105959 discloses that an enemy character 
attacks a game character When speci?c setting time for the 
enemy character elapses Without stopping lapse of time even 
While the player inputs a command for the game character. 
Speci?cally, in this patent application publication, it is 
adopted a gauge gradually ?lling in accordance With lapse of 
time during a battle betWeen the game character and the 
enemy character. The player can input a command for the 
game character When the gauge is full. Thus, realism (real 
istic sensation) of a battle scene is improved. 
[0008] Further, it has been proposed that motion of an 
enemy character is made sloW under certain conditions as a 
special control process for a battle scene (see Japanese 
Patent Application Publications No. 2001-300143 and No. 
2004-57797). The former patent application publication 
discloses that motion of a player character is made sloW 
When a speci?c event occurs, and a player can thereby 
secure enough time to input a next command. The latter 
patent application publication discloses that an action speed 
of an enemy character is made sloW apparently in a shooting 
game, in particular, and this makes it possible to improve a 
hit rate of the shooting. 
[0009] HoWever, in a battle method disclosed in Japanese 
Patent Application Publication No. 6-105959, although real 
ism (realistic sensation) of a battle scene is to be improved, 
a player may simply operate the game character only With 
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attention to timing of input of a battle command. For this 
reason, play in the battle scene becomes monotonous, 
Whereby interest in the play of the player may be loWered. 
[0010] Further, in the control method disclosed in Japa 
nese Patent Application Publications No. 2001-300143 and 
No. 2004-57797, the action of the player character merely 
becomes a sloW motion at speci?c timing de?ned in 
advance. Thus, even a beginner of the game can execute 
command operations. HoWever, there is a fear that a skilled 
player looses his or her interest, in particular. As a result, 
interest in the play of the player may be loWered. 

SUMMARY OF THE INVENTION 

[0011] It is one object of the present invention to solve the 
problems described above and to provide a video game 
processing apparatus, a method and a computer program 
product for processing a video game by Which it is possible 
to execute control processes rich in variety of a battle scene 
and the like, and this makes it possible to improve interest 
in a video game for a player. 

[0012] In order to achieve the above object, one aspect of 
the present invention is directed to a video game processing 
apparatus that causes an image display apparatus to display 
a player character on an image display screen of the image 
display apparatus. The video game processing apparatus 
controls progress of the video game by controlling an action 
of the player character to be displayed on the image display 
screen in accordance With operations by a player. The video 
game processing apparatus of the present invention includes 
a special control point adder that adds a predetermined 
special control point to an accumulated special control point 
in accordance With predetermined lapse of time up to a 
predetermined maximum accumulated value. 
[0013] The video game processing apparatus also includes 
an accumulated special control point display controller that 
causes the image display apparatus to display the accumu 
lated special control point on the image display screen. 
[0014] The video game processing apparatus also includes 
a special control executing instruction receiver that receives 
an instruction to execute special control on the basis of 
operations of the player, an action speed of a non-player 
character being caused to become sloW With respect to that 
of the player character under the special control. 
[0015] The video game processing apparatus also includes 
a special control executor that executes the special control in 
the case Where the accumulated value of the special control 
point is more than an initial value When the special control 
executing instruction receiver receives the instruction to 
execute the special control. 
[0016] Since the video game processing apparatus may 
have the con?guration described above, it is possible to 
execute control processes rich in variety of a battle scene and 
the like, and this makes it possible to improve interest in a 
video game for a player. 
[0017] It is preferable that the video game processing 
apparatus further includes a special control point subtracter 
that subtracts a predetermined special control point from the 
accumulated special control point up to the initial value With 
speci?c lapse of time in the case Where the special control 
executor starts to execute the special control. In this case, the 
special control executor may terminate the execution of the 
special control When the accumulated special control point 
becomes the initial value by subtracting the predetermined 
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special control point from the accumulated special control 
point by means of the special control point subtracter. 
[0018] It is preferable that the video game processing 
apparatus further includes a non-player character action 
controller that controls an action of the non-player character 
using an action pattern setting table, an action pattern of the 
non-player character being set in the action pattern setting 
table in advance. In this case, the action pattern may include 
an action pattern at the special control that becomes avail 
able at the special control. 

[0019] It is preferable that, in the case where the action 
pattern at the special control becomes selectable during the 
execution of the special control and the action pattern at the 
special control is further selected, the non-player character 
action controller controls the action of the non-player char 
acter in accordance with the further selected action pattern 
at the special control process. 

[0020] It is preferable that the action pattern at the special 
control includes an action pattern in which an action speed 
of the non-player character is fast to the extent that the 
player character cannot respond to the action of the non 
player character at non-special control, but the action speed 
of the non-player character is caused to become slow to the 
extent that the player character can respond to the action of 
the non-player character at the special control. 
[0021] It is preferable that the special control executing 
instruction receiver can receive an instruction to execute the 
special control on the basis of operations of the player at 
least at a battle scene and a movement scene of the player 
character. In this case, the non-player character that is a 
target of the special control includes an enemy character that 
aggressively thwarts an action of the player character, a 
neutral character that does not thwart an action of the player 
character aggressively, and an event attracting character that 
attracts the player character to a predetermined event with 
out thwarting an action of the player character. 

[0022] It is preferable that the video game processing 
apparatus further includes a speci?c control executor that 
executes a speci?c control when a predetermined speci?c 
control activating condition is met, an action speed of the 
non-player character being caused to because fast with 
respect to that of the player character in the speci?c control 
process. 

[0023] Further, in another aspect of the present invention, 
the present invention is directed to a method of processing 
a video game by causing an image display apparatus to 
display a player character on an image display screen of the 
image display apparatus. In this case, the method controls 
progress of the video game by controlling an action of each 
character to be displayed on the image display screen in 
accordance with operations by a player. The method of the 
present invention includes adding a predetermined special 
control point to an accumulated special control point in 
accordance with predetermined lapse of time up to a pre 
determined maximum accumulated value. 

[0024] The method also includes causing the image dis 
play apparatus to display the accumulated special control 
point on the image display screen. 
[0025] The method also includes receiving an instruction 
to execute special control on the basis of operations of the 
player, an action speed of a non-player character being 
caused to become slow with respect to that of the player 
character under the special control. 
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[0026] The method also includes executing the special 
control in the case where the accumulated value of the 
special control point is more than an initial value when the 
instruction to execute the special control is received. 
[0027] Moreover, still another aspect of the present inven 
tion is directed to a computer program product for process 
ing a video game. In this case, progress of the video game 
is controlled by causing an image display apparatus to 
display a player character on an image display screen of the 
image display apparatus, and controlling an action of each 
character to be displayed on the image display screen in 
accordance with operations by a player. The computer 
program product of the present invention causes a computer 
to execute steps including adding a predetermined special 
control point to an accumulated special control point in 
accordance with predetermined lapse of time up to a pre 
determined maximum accumulated value. 
[0028] The steps also include causing the image display 
apparatus to display the accumulated special control point 
on the image display screen. 
[0029] The steps also include receiving an instruction to 
execute special control on the basis of operations of the 
player, an action speed of a non-player character being 
caused to become slow with respect to that of the player 
character under the special control. 
[0030] The steps also include executing the special control 
in the case where the accumulated value of the special 
control point is more than an initial value when the instruc 
tion to execute the special control is received. 
[0031] According to the present invention, it is possible to 
execute control processes rich in variety of a battle scene and 
the like. Therefore, this makes it possible to improve interest 
in a video game for a player. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0032] The foregoing and other objects, features and 
advantages of the present invention will become more 
readily apparent from the following detailed description of 
preferred embodiments of the present invention that pro 
ceeds with reference to the appending drawings. 
[0033] FIG. 1 is a block diagram that illustrates an 
example of a con?guration of a video game apparatus to 
which an embodiment of the present invention is applied. 
[0034] FIG. 2 is a ?owchart that illustrates an example of 
a main process. 
[0035] FIG. 3 is an explanatory drawing that shows an 
example of a three-dimensional ?eld screen in a battle start 
state. 

[0036] FIG. 4 is a ?owchart that illustrates an example of 
a command process. 
[0037] FIG. 5 is a ?owchart that illustrates details of an 
ATB adding process. 
[0038] FIG. 6 is a ?owchart that illustrates details of a 
bullet time value adding process. 
[0039] FIG. 7 is a ?owchart that illustrates a command 
receiving process. 
[0040] FIG. 8 is an explanatory drawing that shows a 
three-dimensional ?eld screen in a state where a predeter 
mined period of time elapses after a target is selected at a 
state shown in FIG. 3. 
[0041] FIG. 9 is a ?owchart that illustrates details of a 
command activating process. 
[0042] FIG. 10 is a ?owchart that illustrates details of a 
bullet time control process. 
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[0043] FIG. 11 is an explanatory drawing that shows a 
three-dimensional ?eld screen when a bullet meter becomes 
a full state. 

[0044] FIG. 12 is an explanatory drawing that shows a 
three-dimensional ?eld screen after the bullet time control 
process is started. 
[0045] FIG. 13 is an explanatory drawing that shows a 
three-dimensional ?eld screen when an attack is executed in 
the bullet time control process. 
[0046] FIG. 14 is an explanatory drawing that shows a 
table for setting an action pattern. 
[0047] FIG. 15 is a ?owchart that illustrates an example of 
an action pattern selecting process. 

DETAILED DESCRIPTION OF THE 
INVENTION 

[0048] Preferred embodiments of a video game processing 
apparatus, a method and a computer program product for 
processing a video game according to the present invention 
will now be described in detail with reference to the append 
ing drawings. 
[0049] FIG. 1 is a block diagram that illustrates a con 
?guration of a video game apparatus 100 to which an 
embodiment of the present invention is applied. However, 
those skilled in the art will readily recogniZe that other 
devices may be used without departing from the spirit or 
scope of the present invention. As shown in FIG. 1, a video 
game apparatus 100 of the present embodiment includes a 
video game apparatus main body 10, a display device 50, 
and a sound output device 60. The video game apparatus 
main body 10 is constituted from a video game system that 
is put on the market, for example. Further, the display device 
50 is constituted from, for example, a television apparatus, 
a liquid crystal display device, a micro-mirror device, a 
holographic display device, or any combination thereof. The 
display device 50 is provided with an image display screen 
51. However, those skilled in the art will readily recogniZe 
that any device capable of generating or reproducing an 
image may be used without departing from the scope or 
spirit of the present invention. 
[0050] The video game apparatus main body 10 includes 
a control section 11, a RAM (Random Access Memory) 12, 
a HDD (hard disk drive) 13, a sound processor 14, a graphics 
processor 15, a DVD/CD-ROM drive 16, a communications 
interface 17, an interface section 18, a frame memory 19, a 
memory card slot 20, and an input interface section 21. 
[0051] Each of the control section 11, the RAM (Random 
Access Memory) 12, the HDD (Hard Disk Drive) 13, the 
sound processor 14, the graphics processor 15, the DVD/ 
CD-ROM drive 16, the communications interface 17 and the 
interface section 18 is connected to an internal bus 22. 

[0052] The control section 11 includes a CPU (Central 
Processing Unit), ROM (Read Only Memory) and the like. 
The control section 11 executes control processes of the 
whole video game apparatus 100 in accordance with control 
programs stored in the HDD 13 and/or a storage medium 70. 
The control section 11 includes an internal timer used to 
generate a timer interruption. The RAM 12 is used as a work 
area for the control section 11. The HDD 13 is a storage area 
for storing the control programs and various data. 
[0053] The sound processor 14 is connected to a sound 
output device 60, which includes a speaker, for example, but 
may include any other device capable of generating or 
reproducing an audible signal. The sound processor 14 

Nov. 15, 2007 

outputs a sound signal to the sound output device 60 in 
accordance with a sound outputting command from the 
control section 11 that executes a process according to the 
control programs. In this regard, the sound output device 60 
may be embedded in the display device 50 or the video game 
apparatus main body 10, or may be af?xed to a vibrating 
surface that may be caused to generate the audible signal. 
[0054] The graphics processor 15 is connected to the 
display device 50 including the image display screen 51 on 
which an image is displayed. However, those skilled in the 
art will readily recogniZe that the graphics processor may be 
coupled to other known types of display devices, such as a 
head-mounted display, a holographic three-dimensional dis 
play or the like, without departing from the spirit or scope 
of the present invention. The graphics processor 15 develops 
an image on the frame memory 19 in accordance with a 
drawing or graphics command from the control section 11, 
and outputs video signals for displaying the image on the 
image display screen 51 to the display device 50. A switch 
ing time for images to be displayed according to the video 
signals is set to 1/30 seconds per frame (for NTSC type 
displays), for example. However, the switching time may be 
any other frame rate (for example, 1/25 second per frame (for 
PAL type displays)) as those skilled in the art will appreciate 
without departing from the spirit or scope of the present 
invention. 
[0055] A storage medium 70 such as a DVD-ROM 
medium or a CD-ROM medium, or equivalent, in which 
control programs for a video game are stored is mounted in 
the DVD/CD-ROM drive 16. The DVD/CD-ROM drive 16 
executes a process for reading out various data such as 
control programs from the storage medium 70. 
[0056] The communications interface 17 is connected to a 
communication network 80 such as the intemet, a local area 
network (LAN), a wide area network (WAN), or the like, in 
a wireless or wired manner. The video game apparatus main 
body 10 carries out communication with, for example, 
another computer via the communication network 80 using 
a communication function of the communications interface 
17. 
[0057] Each of the input interface section 21 and the 
memory card slot 20 is connected to the interface section 18. 
The interface section 18 causes instruction data from the 
input interface section 21 to be stored in the RAM 12 on the 
basis of operation(s) of a controller device such as a keypad 
30 by a player of the video game apparatus 100. In response 
to the instruction data stored in the RAM 12, the control 
section 11 executes various arithmetic processing. 
[0058] The video game apparatus main body 10 is con 
nected to the controller device such as the keypad 30 as an 
operation input section (controller) via the input interface 
section 21. However, other types of controllers may be used 
without departing from the scope or spirit of the present 
invention. 
[0059] As shown in FIG. 1, for example, a cross key 31, 
a group of buttons 32, a left joystick 38 and a right joystick 
39 are arranged on the upper surface of the keypad 30. The 
cross key 31 includes an upper key 3111, a lower key 31b, a 
right key 310 and a left key 31d. The group of buttons 32 
includes a circle button 32a, an X button 32b, a triangle 
button 320 and a square button 32d. Further, a select button 
35 is arranged at a connecting portion between a base on 
which the cross key 31 is arranged and a base on which the 
group of buttons 32 are arranged. In addition, multiple 
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buttons such as an R1 button 36 and an L1 button 33 are 
arranged at the side surface of the keypad 30. 
[0060] The keypad 30 is provided With multiple sWitches 
respectively connected to the cross key 31, the circle button 
32a, the X button 32b, the triangle button 320, the square 
button 32d, the select button 35, the R1 button 36 and the L1 
button 33. When pressing force is applied to any button, the 
corresponding sWitch is turned on. A detected signal in 
accordance With on/olf of the sWitch is generated in the 
keypad 30, and detected signals are generated, respectively, 
corresponding to inclined directions of the left joystick 38 
and the right joystick 39 in the keypad 30. 
[0061] The tWo types of detected signals generated in the 
keypad 30 are outputted to the control section 11 via the 
input interface section 21 (through Wired or Wireless con 
nection), by Which detected information indicating that any 
button on the keypad 30 is pressed and detected information 
indicating the state of each of the left joystick 38 and the 
right joystick 39 are generated. In this Way, operation 
instruction(s) by a user (player) using the keypad 30, for 
example, is supplied to the video game apparatus main body 
10 (that is, the control section 11). 
[0062] Further, the interface section 18 executes, accord 
ing to the command(s) from the control section 11, a process 
to store data indicative of the progress of the video game 
stored in the RAM 12 into the memory card 90 installed in 
the memory card slot 20. The interface section 18 also 
executes processes to read out data on the video game stored 
in the memory card 90 at the time of suspending the video 
game and to transfer such data to the RAM 12, and the like. 
[0063] Various data, such as control program data for 
performing the video game With the video game apparatus 
100, are stored in the storage medium 70, for example. The 
various data, such as the control program data stored in the 
storage medium 70, are read out by the DVD/CD-ROM 
drive 16 in Which the storage medium 70 is installed. The 
data thus read out are loaded onto the RAM 12. The control 
section 11 executes, in accordance With the control program 
loaded on the RAM 12, various processes such as a process 
to output the draWing or graphics command to the graphics 
processor 15, and a process to output the sound outputting 
command to the sound processor 14. In this regard, the 
interim data generated in response to the progress of the 
video game (for example, data indicative of scoring of the 
video game, the state of a player character and the like) are 
stored in the RAM 12 used as a Work memory While the 
control section 11 executes processing. 
[0064] It is assumed that a three-dimensional video game 
according to an aspect of the present embodiment is a video 
game Wherein multiple characters, including a player char 
acter (that is, a character that moves in accordance With the 
operation of the keypad 30 by the player), move on a ?eld 
provided in a virtual three-dimensional space, by Which the 
video game proceeds. In this regard, it is assumed that the 
virtual three-dimensional, space in Which the ?eld is formed 
is indicated by coordinates of the World coordinate system. 
The ?eld is de?ned by multiple surfaces, and coordinates of 
vertexes of the respective constituent surfaces are shoWn as 
characteristic points. 
[0065] Next, an operation of the video game apparatus 100 
according to an aspect of the present embodiment Will noW 
be described. 
[0066] Here, in order to simplify the explanation of the 
operation of the video game apparatus 100, it is assumed that 
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only a single player character and multiple non-player 
characters (Which are moved in accordance With control 
processes of the video game apparatus 100 (more speci? 
cally, control processes of the control section 11), and 
hereinafter, referred to simply as “NPC”) exist as objects 
that are movable in the virtual three-dimensional space. 
HoWever, the explanations for any process other than the 
processes relating to the present invention are omitted, in 
particular. In this regard, in the present embodiment, video 
game control for a RPG is executed, but those skilled in the 
art Will recogniZe and appreciate that changes to the present 
invention can be made Without departing from the scope or 
spirit of the present invention. 
[0067] FIG. 2 is a ?owchart that illustrates an example of 
a main process of the video game apparatus 100 according 
to the present embodiment. The main process is a process for 
generating an image for one frame and a process required for 
the control of the video game. The process gas executed in 
accordance With a timer interruption at every 1/30 second. 
HoWever, it is to be noted that timing of “at every 1/30 
second” is only one example, as mentioned above. Instead, 
for example, the main process may be executed in accor 
dance With a timer interruption at every single ?eld period 
(every 1/60 second) or at every tWo frame periods (every 1/15 
second), or any other appropriate ?eld rate that may be 
recogniZed by those skilled in the art to be appropriate 
Without departing from the scope or spirit of the present 
invention. 

[0068] In the present embodiment, a video game (that is, 
a RPG game) proceeds in a common ?eld (that is, a single 
?eld Where a battle ?eld and a movement ?eld are not 

distinguished from each other) in Which various actions 
(such as a battle action and/ or a movement action), including 
the movement of the player character and a battle by the 
player character, are alloWed. In the case Where a predeter 
mined object in the ?eld is accomplished, one stage may be 
terminated and the processing may proceed to another stage 
executed in a next ?eld. Further, in the present embodiment, 
a same time base is applied to the respective characters 
existing in such a ?eld. Once a NPC enters the stage in the 
?eld, the NPC moves on the ?eld or stands still on the ?eld 
in accordance With the same time base until a hit point 
(Which is a value indicating life force, and hereinafter, 
referred to simply as “HP”) thereof becomes Zero. In this 
case, a portion displayed on the image display screen 51 as 
a character image is a portion that exists Within the ?eld of 
vieW of a virtual camera in the ?eld. 

[0069] In the main process, the control section 11 deter 
mines Whether an instruction to start a video game is 
generated through an operation of the keypad 30, via 
manipulation of the controller 30 by the player or not in the 
case Where the state is still before the video game start. 
Alternatively, once the video game has started or is in 
progress, the control section 11 determines Whether a timing 
state is reached to change the scene (for example, change the 
?eld) or not in the case Where the state is during execution 
of the video game (Step S101). The timing state to change 
the scene is, for example, the time at Which a virtual 
three-dimensional space illustrating a neW scene is displayed 
on the image display screen 51 in order to ?nish the scene 
that has been displayed on the image display screen 51 until 
that point (for example, a scene displayed by means of a 
virtual three-dimensional space, and a scene displayed by 
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means of a directorial moving image) and to switch the 
displayed scene to the neW scene. 

[0070] In the case Where it is determined that an instruc 
tion to start a video game is generated or that the timing state 
reaches a state to change the scene (“Yes” at Step S101), the 
control section 11 determines an initial screen (an initial 
screen shoWn at the time of a start of the video game, or an 
initial screen shoWn at the time of a change in the scene) 11 
accordance With the control program (Step S102). In this 
case, various data, such as image data used for the video 
game and characters, are stored in the storage medium 70. At 
Step S102, an initial display position of the player character 
in an initial screen or a scene after a scene change (for 

example, a neW stage in the RPG), a non-player character or 
non-player characters to be displayed, an initial display 
position of each of the non-player characters (N PCs) to be 
displayed and the like are determined in accordance With the 
control program. 
[0071] Subsequently, the control section 11 determines a 
vieWpoint position of a virtual camera, a direction of a visual 
axis, and a siZe of a visual angle in accordance With the 
control. program. The control section 11 then executes an 
initial setup for the virtual camera to execute a perspective 
transformation (Step S103). Then, the processing ?oW pro 
ceeds to Step S115. 
[0072] On the other hand, in the case Where it is deter 
mined that the video game is executed, and it is not time to 
change the scene (“No” at Step S101), the control section 11 
receives instruction data in accordance With the operation of 
the keypad 30 by the player (Step S104). Namely, the control 
section 11 determines Whether or not instruction data for 
executing movement of the player character or the like are 
inputted from the keypad 30 via the input interface section 
21. In the case Where effective instruction data (that is, it 
means that such effective instruction data are instruction 
data that is alloWed to be received by the control section 11) 
are inputted, the control section 11 receives the effective 
instruction data. 
[0073] In the case Where the control section 11 receives 
instruction data for instructing an action of the player 
character relating to the movement of the player character 
(that is, movement instruction data: a movement instruction 
by a movement command or the cross key (directional 
instruction key)) in accordance With the operation of the 
keypad 30 relating to the movement of the player character 
(movement operation) at Step S104 (“Yes” at Step S105), 
the control section 11 executes a movement process in 
accordance With the movement instruction data thus 
received (Step S106). In the movement process, the control 
section 11 causes the position of the player character to be 
moved in a virtual space (on the present ?eld) in accordance 
With the received movement instruction data. In this regard, 
such a movement command may include a dash instruction 
command, for example. The dash instruction command is a 
command to move the player character quickly, and a 
command for supplying an instruction that the player char 
acter goes aWay (or runs aWay) from a battle area quickly if 
the player character is in a melee, for example. 
[0074] Subsequently, the control section 11 generates 
movement information on the basis of the position informa 
tion of the player character derived along With the move 
ment process (Step S107). Namely, in accordance With the 
movement of the position of the player character by means 
of the movement process, the control section 11 updates 

Nov. 15, 2007 

necessary data among data on the vieWpoint position of the 
virtual camera, data on the direction of a visual axis, data on 
the siZe of a visual angle, and the like. The control section 
11 then changes the setting content of the virtual camera. 
The movement information includes various kinds of infor 
mation on the movement such as the position of the player 
character after the movement, the vieWpoint position of the 
virtual camera, the direction of the visual axis, and the siZe 
of the visual angle changed along With the movement of the 
player character as Well as the information on the movement 

of the player character. Then, the processing ?oW proceeds 
to Step S113. 

[0075] In the case Where the control section 11 receives 
instruction data for instructing an action for the player 
character relating to a battle (that is, battle instruction data: 
a battle command) in accordance With the operation of the 
keypad 30 by the player for instructing the action of the 
player character relating to a battle (a battle operation) at 
Step S104 (“Yes” at Step S108), the control section 11 
executes a battle process in accordance With the received 
battle instruction data (Step S109). In the battle process, the 
control section 11 executes, for example, a process to 
determine a battle result and/or battle development betWeen 
an enemy character (that is, a non-player character to battle 
against) and the player character, and the like. 
[0076] Subsequently, the control section 11 generates 
battle information on the basis of the battle result and/or 
battle development determined by means of the battle pro 
cess (Step S110). Namely, in accordance With the battle 
result and/or battle development by the battle process, the 
control section 11 updates and sets necessary information. 
The set information may include, for example, the name of 
the player character that battles an enemy character in the 
battle process, the name of the enemy character, battle 
development information, battle result information, a 
parameter (or parameters) that de?nes the ability (or abili 
ties) of the player character, and the like. The battle infor 
mation includes various kinds of information on the battle, 
such as the name of the player character that battles the 
enemy character, the name of the enemy character, battle 
development, battle result thereof, and a parameter that 
de?nes the ability of the player character. Then, the pro 
cessing ?oW proceeds to Step S113. 
[0077] In the case Where the control section 11 receives 
instruction data for other instructions (that is, other instruc 
tion data: an other command) in accordance With the opera 
tion of the keypad 30 for executing other instruction (other 
operation) at Step S104 (“No” at Step S105, “No” at Step 
S108, and “Yes” at Step S111), the control section 11 
executes a process (for example, a conversation betWeen 
characters, a purchase action, a pick up action, and the like) 
in accordance With the other instruction data thus received 
(Step S112). The other information corresponding to the 
process result at Step S112 is then generated, and the 
processing ?oW proceeds to Step S113. 
[0078] The control section 11 updates the current position 
of the player character by storing the movement information 
generated at Step S107 in a predetermined data area of the 
RAM 12 at Step S113. Further, the control section 11 
memoriZes and stores various action histories of the player 
character by storing the battle information generated at Step 
S110 and the other information generated after Step S112 in 
a predetermined data area of the RAM 12 at Step S113. 
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[0079] Subsequently, the control section 11 executes an 
action estimate process on the basis of the information 
indicating the action histories of the player character once 
stored in the RAM 12 (Step S114). More speci?cally, 
information required to be digitized is digitized using con 
version tables prepared in advance. Further, With respect to 
information required to be Weighted, a score is calculated by 
multiplying predetermined numerical values and summing 
these multiplied numerical values. The calculated score is 
added to a previous score stored in a predetermined data area 
of the RAM 12, and the added score is again stored in the 
predetermined data area. In this Way, the score is updated as 
estimate information. 

[0080] Then, the control section 11 perspectively trans 
forms the virtual three-dimensional space including the 
player character and the non-player characters to be dis 
played from the virtual camera onto the virtual screen in 
accordance With the setting contents of the virtual camera 
and the like. The control section 11 then executes a display 
process to generate a tWo-dimensional image to be displayed 
on the image display screen 51 (Step S115). When the 
display process is terminated, this main process is also 
terminated. Then, When a timer interruption is generated at 
the time of a start of a next frame period, a next main process 
is executed (that is, the main process is repeated). By 
repeatedly executing the main process, a character image is 
sWitched or shifted every frame period, and a moving image 
(animation) is resultantly displayed on the image display 
screen 51. 

[0081] NoW, the display process at Step S115 Will be 
brie?y described. At Step S115, the control section 11 ?rst 
transforms at least the coordinates of the vertexes of respec 
tive polygons included Within a range to be perspectively 
transformed on the virtual screen among the coordinates of 
the vertexes of polygons constituting the virtual three 
dimensional space, in Which the player character and the 
three-dimensional non-player characters are included, from 
the coordinates of the World coordinate system to the 
coordinates of the vieWpoint coordinate system. Subse 
quently, the control section 11 transmits the coordinates of 
the vertexes of the polygons of the player character and the 
non-player characters in the vieWpoint coordinate system to 
the graphics processor 15, thereby outputting a draWing or 
graphics command to the graphics processor 15. 
[0082] When the draWing or graphics command is input 
ted to the graphics processor 15, the graphics processor 15 
updates, on the basis of the coordinates of the vieWpoint 
coordinate system, the content of the Z bulfer so that data on 
the points that reside at the front side are retained With 
respect to each of points constituting respective surfaces. 
When the content of the Z buffer is updated, the graphics 
processor 15 develops image data on the points that reside 
at the front side on the frame memory 19. Moreover, the 
graphics processor 15 executes some processes such as a 
shading process and a texture mapping process With respect 
to the developed image data. 
[0083] Then, the graphics processor 15 in turn reads out 
the image data developed on the frame memory 19, and 
generates video signals by adding a sync signal to the image 
data to output the video signals to the display device 50. The 
display device 50 displays an image corresponding to the 
video signals outputted from the graphics processor 15 on 
the image display screen 51. By sWitching images displayed 
on the image display screen 51 every single frame period, 
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the player can see images including the state in Which the 
player character and/ or the non-player characters are moved 
on the ?eld and perceive the images as moving images. 
[0084] Next, an example of a three-dimensional ?eld 
screen displayed on the image display screen 51 of the 
display device 50 Will noW be described that shoWs a battle 
state betWeen a player character and an enemy character. 

[0085] FIG. 3 is an explanatory draWing that shoWs an 
example of the three-dimensional ?eld screen in a battle start 
state. As shoWn in FIG. 3, respective characters such as a 
player character 201, and enemy characters 20211 to 2020 
that thWart accomplishment of a predetermined object in the 
video game are displayed in the three-dimensional ?eld 
screen, for example. Further, in addition to the respective 
characters, an HP display region 203, an enemy character 
name display region 204, a selection cursor 205, a target 
cursor 206, an ATB gauge 207a, and a bullet meter 2070 are 
provided in the three-dimensional ?eld screen. A character 
name and the maximum value and a current value of a hit 
point (HP) for the player character 201 are displayed in the 
HP display region 203. A character name of each of the 
enemy characters 20211 to 2020 is displayed in the enemy 
character name display region 204. The selection cursor 205 
is moved on the basis of an instruction signal using the 
keypad 30 from the player. A target that is a subject of an 
action of the player character 201 is speci?ed by the target 
cursor 206. An accumulated value of an ATB (Active Time 
Battle) value is displayed in the ATE gauge 20711. An 
accumulated value of the bullet time value is displayed in the 
bullet meter 2070. In this regard, in the present embodiment, 
the accumulated value of the ATE gauge 207a and the 
accumulated value of the bullet meter 2070 are set to be 
equal to each other. HoWever, the accumulated value of the 
ATE gauge 207a and the accumulated value of the bullet 
meter 2070 may be set so as to be different from each other. 

[0086] Here, the “ATE value” means a value to Which a 
predetermined value is added in accordance With lapse of 
time and from Which other predetermined value is subtracted 
by means of execution of a command of the player character 
(for example, an action of the player character such as an 
attack and a defense) More speci?cally, the player cannot 
activate a command of the player character 201 unless the 
player Waits until the ATE value is accumulated up to a 
predetermined value. In other Words, the player must delib 
erately activate a command for the player character 201 
changing With lapse of time While referring to an accumu 
lated value of the ATE value displayed in the ATE gauge 
20711. For this reason, it is expected that interest in the video 
game of the player is improved. A command process relating 
to addition and/or subtraction of such an ATB value Will be 
described later in detail. 

[0087] Further, the “bullet time value” means a value that 
is added With lapse of time, and is gradually subtracted in the 
case Where bullet time control is started When the player 
selects execution of the bullet time control in a state that the 
bullet meter 207 is ?lled up. The “bullet time” means a 
constant period of time in Which an action of an enemy 
character becomes a sloW motion (that is, a period of time 
until the bullet time value becomes Zero). 
[0088] A command process to control an action of the 
player character on the basis of inputs from the player Will 
be described With reference to FIG. 4. FIG. 4 is a ?owchart 
that illustrates an example of a command process executed 
in the video game apparatus 100 of the present embodiment. 
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[0089] In the command process, the control section 11 ?rst 
executes an ATB adding process in Which an ATB value is 
added With lapse of predetermined time (Step S201a). 
Subsequently, the control section 11 executes a bullet time 
value adding process in Which a bullet time value is added 
With lapse of speci?c time (Step S201b). The control section 
11 then executes a command receiving process in Which 
command input by means of the keypad 30 is received from 
the player (Step S202), and executes a command activating 
process in Which the player character is caused to activate 
the received command (Step S203) Moreover, the control 
section 11 executes a bullet time control process in Which 
bullet time control is executed in accordance With instruc 
tions by the player (Step S204). 
[0090] Next, the ATE adding process described above 
(Step S201a) Will be described in detail With reference to 
FIG. 5. FIG. 5 is a ?owchart that illustrates details of the 
ATE adding process. 
[0091] In the ATE adding process, the control section 11 
?rst acquires status information of the player character (Step 
S301). Here, the “status information of the player character” 
is information indicating a status of the player character in 
the video game. The status information of the player char 
acter includes a health condition of the player character (a 
normal condition, a sloW condition (that is, a state Where an 
action of the player character is caused to be sloW by means 
of an attack from an enemy character), a battle impossible 
condition and the like), a level (or groWth) of the player 
character, items that the player character possesses, equip 
ment of the player character, and a command state of the 
player character (during receipt of a command, during 
activation of a command, an ATB value and the like), for 
example. 
[0092] Subsequently, the control section 11 determines, on 
the basis of the status information of the player character 
acquired at Step S301, Whether the player character is in a 
battle possible state or not (Step 5302). In the case Where it 
is determined that the player character is in the battle 
possible state (“Yes” at Step S302), the control section 11 
determines, on the basis of the status information of the 
player character, Whether the player character activates any 
command or not (Step S303). Subsequently, in the case 
Where it is determined that the player character is not 
activating any command (“No” at Step S303), the control 
section 11 determines Whether the accumulated ATB value is 
less than the accumulated maximum value or not (Step 
S304). Here, in the case Where it is determined that the 
accumulated ATB value is less than the accumulated maxi 
mum value (“Yes” at Step S304), the control section 11 adds 
a predetermined ATB value to the accumulated ATB value 
(Step S305), and updates a display state of the ATE gauge 
20711 to be displayed on the image display screen 51 of the 
display device 50 (Step S306). In this case, the control 
section 11 determines the predetermined ATB value on the 
basis of the status information of the player character. For 
example, in the case Where the player character is in the 
“sloW condition”, the predetermined ATB value is set to a 
value loWer than that in the “normal condition”. 

[0093] On the other hand, at Step S302, in the case Where 
it is determined that the player character is not in a battle 
possible state (“No” at Step S302), the control section 11 
causes the ATE value adding process to be terminated 
Without adding a predetermined ATB value to the accumu 
lated ATB value. Similarly, at Step S303, in the case Where 
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it is determined that the player character activates any 
command (“Yes” at Step S303), the control section 11 causes 
the ATE value adding process to be terminated Without 
adding a predetermined ATB value to the accumulated ATB 
value. Further, at Step S304, in the case Where it is deter 
mined that the ATB value is the accumulated maximum 
value (“No” at Step S304), the control section 11 causes the 
ATE value adding process to be terminated Without adding 
a predetermined ATB value to the accumulated ATB value. 
Moreover, at Step S302, in the case Where it is determined 
that the player character is not in a battle possible state 
(“No” at Step S302), the control section 11 may reset the 
ATE value (that is, set the ATE value to Zero) to update the 
ATE value, and the ATE value adding process may be then 
terminated. 
[0094] An added amount of the ATE value (that is, the 
predetermined ATB value) may speci?cally be set to 0.2 
seconds per one point. Further, the added amount and the 
maximum value of the ATE gauge 207a may become larger 
in accordance With the level of the player character. More 
speci?cally, the maximum ATB value of the player character 
When the video game starts may be set to 40 points, While 
the maximum ATB value of the player character at an end 
game may be set to 200 points. Further, the control section 
11 may increase the added amount and the maximum value 
of the ATE gauge 20711 With the accumulated period of time 
When the video game is executed. 
[0095] Next, the bullet time value adding process 
described above (Step S201b) Will be described in detail 
With reference to FIG. 6. FIG. 6 is a ?owchart that illustrates 
details of the bullet time value adding process. 
[0096] In the bullet time value adding process, the control 
section 11 ?rst con?rms Whether bullet time control is being 
executed or not (Step S401). This con?rmation is executed 
by con?rming Whether or not a bullet time ?ag (Will be 
described later) is set or not. In the case Where it is con?rmed 
that the bullet time control is not being executed (“No” at 
Step 5401), the control section 11 determines Whether the 
accumulated bullet time value is less than the accumulated 
maximum value or not (Step S402). Here, in the case Where 
it is determined that the accumulated bullet time value is less 
than the accumulated maximum value (“Yes” at Step S402), 
the control section 11 adds a predetermined bullet time value 
to the accumulated bullet time value (Step S403), and 
updates a display state of the bullet time gauge 2070 to be 
displayed on the image display screen 51 of the display 
device 50 (Step S404). In this case, the control section 11 
determines the predetermined bullet time value (added 
amount) on the basis of the status information of the player 
character. For example, in the case Where the player char 
acter is in the “sloW condition”, the predetermined bullet 
time value is set to a value loWer than that in the “normal 
condition”. 

[0097] On the other hand, at Step S401, in the case Where 
it is determined that the bullet time control is being executed 
(“Yes” at Step S401), the control section 11 causes the bullet 
time value adding process to be terminated Without adding 
a predetermined bullet time value to the accumulated bullet 
time value. 
[0098] An added amount of the bullet time value (that is, 
the predetermined bullet time value) may speci?cally be set 
to 0.2 seconds per one point. Further, the added amount and 
the maximum value of the bullet time gauge 2070 may 
become larger in accordance With the level of the player 














